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The only non-SIG person to attend to a Finnish developer, who 

walked into the session by accident.









A Full Day of Accessibility Talks White House Briefing Booklet
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“DIVERSIFIERS ARE A FREE-FOR-ALL VOLUNTARY LIST OF 

SECONDARY CONSTRAINTS, THAT THE INDIVIDUAL TEAMS CAN 

CHOOSE TO GO FOR, OR NOT, AS THEY PLEASE. ” [1]

[1] HTTP://GLOBALGAMEJAM.ORG/GLOBAL-GAME-JAM-DIVERSIFIERS



“INCLUSIVE: THE GAME IS SPECIFICALLY DESIGNED TO INCLUDE 

PEOPLE WITH A GIVEN DISABILITY.” (2013)

“STEPHEN HAWKING CAN PLAY THIS - IN THE GAME EVERYTHING 

(INCLUDING ANY MENUS) CAN BE NAVIGATED WITH ONE BUTTON, 

WITHOUT ANY NEED FOR QUICK / PRECISELY TIMED PRESSES.” 

(2015)













ACCESSIBILITY INSPIRES CREATIVITY

MORE ACCESSIBLE GAMES

AWARENESS

DISPEL MISCONCEPTIONS ABOUT TIME/COMPLEXITY
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INCLUSION OF GAME ACCESSIBILITY IN DESIGN COURSES

THE INCLUSION OF GAMERS WITH IMPAIRMENTS WITH PLAYTESTS

FIXING GAME ENGINES INCOMPATIBILITY WITH 

DEVICE ACCESSIBILITY FUNCTIONALITY SUCH AS SCREENREADERS
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● Accessible design in game courses

● Design for all

● Research and practice



tinyurl.com/o68wbx5
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● Collection: citeulike.org/group/8459

● Survey with facts and numbers: tinyurl.com/pz8se3m







*(GOVERNMENT-FUNDED)



“… SERVE AS GATHERING SPACE FOR DEVELOPERS LARGE AND

SMALL WHILE NURTURING A NEW GENERATION OF CREATORS.” [1]

[1] HTTP://WWW.USGAMER.NET/ARTICLES/DUTCH-GAME-GARDEN (FEB 26TH 2015)

http://www.usgamer.net/articles/dutch-game-garden


SUPPORT COMMUNITY 

NETWORK LUNCHES

GAME DEVELOPMENT TRAINING AND BOOTCAMPS

SUPPORT ENTREPRENEURSHIP

SHOWCASE GAMES





INCLUDE ACCESSIBILITY IN THE PITCH CRITERIA

INCLUDE GAME ACCESSIBILITY IN TRAINING AND BOOTCAMPS

SHOWCASE ACCESSIBLE GAME EXAMPLES





“If you can’t play it, you can’t take it 

back. You’ve wasted the money. Four 

times we’ve had unplayable games we 

can do nothing with.”
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• Have you been involved with efforts to spread awareness/uptake of 

accessibility? How have they gone? 

• Is there any one thing that you think would make the biggest 

difference?

• Is there anything that you’ve heard or read today that has inspired 

you or that you want to get involved with?
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